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EXECUTIVE SUMMARY 
 
This deliverable presents the implementation details of the first round of pilots run by WP5 partners (Okkam, 
HCUK, SPL, EPJ and RANDST) using games created by game developers with RAGE ecosystem‟s assets.  
The purpose is to present the different experimentations conducted between May and October 2017 by each 
partner, with details related to design, methodology and instruments used in the different experiments. In 
addition, details about the implementation and participants involvement will be provided, together with a risk 
management plan for each partner respect to the execution of the game. As explained in D5.1, the first-round 
pilots are aimed at collecting preliminary results for a first evaluation of the games, with the goal of feeding 
back useful information to development for the final versions of games and assets. The results of the first pilot 
will be compared to the results of the final evaluation studies to demonstrate improvements of the game and 
game effects from first to final version. Another goal of the pilots is to perform the first significant test of the 
RAGE games with end-users and intermediary stakeholders in five different non-leisure domains to guide the 
further development of the games for the final validation studies.  
 
The methodology used for the evaluation of the application scenarios is based on the holistic framework 
defined in D8.1 and applies the validation instruments described in the milestone document “MS8 First Pilot 
Validation Instruments”. Each WP5 use case partner has been supported by a scientific partner, provided by 
the Project coordinator, to lead the work on the evaluation and validation studies. The evaluation work has 
been carried out by WP8 partners in continuous exchange and cooperation with the WP5 partners who are 
the intermediaries between game developers and evaluation participants.  
 
What has emerged from results is a general appreciation of the technical results created with the games, 
where most of the RAGE assets have been implemented. Where delays have occurred due to various 
unpredictable circumstances, asset and game developers provided the right support to guarantee the 
prosecution of the experiments, that have all been closed successfully within the extended deadline provided 
by the Project Officer (M34 instead of M32). 
The planned attributes for the different parameters of the evaluation have been compared with the 
implemented ones, and motivation of changes have been analysed in case of discrepancy. The 
experimentations also provided useful indications to improve the second round of pilots.  
The first round of pilots involved around 1000 participants distributed across the WP5 use cases (see Table 
1). Only minor changes in terms of the numbers of involved subjects have been made compared to the 
original plans. A number of  logistical suggestions have been derived from this first round experiments. 
Considering the significant increase in the number of people that are to be involved in the second round, these 
indications will be very useful for implementing the next pilot. In fact, in pilot 2 all the WP5 partners will involve 
a number of subjects that will be at least one order of magnitude higher than in this round. The experience 
gained in the first pilot for example suggested to anticipate the scheduling of the second pilot in some cases 
and therefore to speed up the implementation of game improvements suggested by the results of first pilot. 
The validation of the plan or the suggestions deriving from this experimentation will be very precious to 
guarantee the correct execution of the second round.  
With respect to the technical aspects of the RAGE games, the results obtained are in line with the 
expectations, and the suggestions or amendments to the games structure and/or contents are discussed in 
the present report, and are already under implementation for the new versions of the different games, to be 
available for early next year.  
The results presented in this document are complimentary with those reported in D8.3, where the analysis of 
scientific aspects is presented. D5.3 can be read as the premise to D8.3 where results of the evaluation are 
detailed and improvement suggestions for game implementation and methodology are also reported.   
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1. INTRODUCTION 
This deliverable describes the implementation details of the first-round RAGE pilots. The implementation plan of each pilot 
is detailed in D5.1 (Scenario Arrangement Document – round 1). The report puts in evidence possible differences between 
the plan reported in D5.1 and what has been really implemented in the first pilot, motivating the changes to give 
indications for arranging the second pilot.. In Table 1 an overview of the RAGE use cases pilots is presented.  
Use case Use Case 
partner 
Game 
developer 
WP8 
partner for 
internal 
validation 
Educational 
context 
Pilot games Participants Period  
Soft skills 
in sports 
for 
employabil
ity  
OKKAM PlayGen OUNL University of 
Trento 
(UniTrento) soft 
skills training 
programmes 
1 game: 
Sports team 
manager – 
sailing 
edition 
22 May- 
June 
2017 
Digital 
skills in UK 
colleges 
HCUK Nurogames UOB HC 
programmes 
and courses 
1 game: 
Water 
Cooler game 
102 May – 
June 
2017 
Entrepren
eurial skills 
HCUK Gameware UOB HC creative and 
vocational 
programmes 
1 game: 
Hatch 
43 Septemb
er – 
Novembe
r 2017 
Profession
al 
communic
ation skills 
training in 
vocational 
education 
SPL PlayGen OUNL Vocational 
schools in the 
Netherlands 
Two games:  
- Space 
Modules Inc. 
- IT Alert 
800 Septemb
er – 
Novembe
r 2017 
Police 
interview 
skills 
EPJ Gameware INESC Training 
programs of the 
Judiciary Police 
School 
1 game 16 October-
Novembe
r 2017 
Job search 
skills 
RANDST BIP TUGRAZ Randstad 
France training 
initiatives for job 
seekers 
1 game 17 October -
Novembe
r 2017 
Table 1: RAGE use cases  
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2. STRUCTURE OF THE DOCUMENT  
The structure used to describe each pilot is presented. The structure in the initial part (design and methodology, 
instrument, implementation details and participants) follows that of D5.1. 
Introduction 
It is a brief introduction to the game pilot: name of the pilot, name of the developer, stage of game development, 
responsible of validating the methodology etc.  
Design, methodology, evaluation objectives and instruments 
Herein provided is a detailed description of the methodology and instruments used in the pilot compared to the plan 
presented in D5.1. Here the partners highlight possible differences compared to what described in the D5.1 and motivate 
the changes. The partners list the evaluation objectives of the first pilot with particular attention to learning objectives, and 
add pre-test implementation if any.  
Each section has two columns “Planned” and “Implemented”. In the “Implemented” column, a section “Motivation of 
changes” will explain why changes have been made to the initial plan. Finally, the section “Indications for next pilot” will 
include suggestions based on the evaluation of the experience of the first pilot to implement in the second pilot. 
The following instruments used in the experimentations are included in WP8.3 to keep the coherence and ease the 
reading: questionnaires with items, draft of the interviews, observation variables, quantitative variable from logs, 
intervention of expert review and any other instrument used for evaluation. 
Implementation details 
This section provides reports from each partner about the implementation details, logical indications and problems faced 
during the pilot. Each partner presents the recruitment modality for the pilot, how this operation has been conducted, who 
has been involved, the temporal aspects related with the recruitment and the indications for the next round of pilots. A 
more specific section titled “When” will explain the different steps in the training, “Where” section will present the logist ical 
aspect of the experimentation, “Resources and prerequisites” will present what is needed to conduct the pilot in the 
different aspects (human resources, hardware, software, security and privacy) Finally, a description of support needed for 
experiment is described. All the sections contain (if any) indications for the next round of pilots. 
Participants 
 
In this section the partner describes the target audience, with its characteristics, prerequisites, numbers and the division of 
the audience in sub-groups, if any. Finally, the section “indications for next pilot” provides indications for the next round. 
Risk Management  
 
In this section the partner reports all the risks listed in D5.1 (or other risks that occurred)  and analyse them in terms of 
occur 
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3. USE CASE 1: SOFT SKILLS IN SPORTS FOR EMPLOYABILITY 
Introduction 
In this section we provide details of the first pilot to test the Sports Team Manager Game, developed by PlayGen for the 
OKKAM use case. 
A pre-test with three OKKAM apprentices was undertaken before the execution of the pilot experiment. This pre-test was 
aimed at: 
1) monitoring some temporal aspects (duration of tutorial, game and post-game evaluation); 
2) testing the understanding of instructions and questionnaires items;  
3) verifying login to Comunità Online
1
 (COMOL) and the links from it to the game and back; 
4) verifying storage of questionnaire data in COMOL and game data in UCM servers; 
5) fixing minor bugs and text typos in instructions, game dialogues, questionnaires and final feedback.  
Compared to the implementation plan described in D5.1 (due to October 2016) some changes have been made in design 
and evaluation instruments. Such changes have been presented in an internal document titled “Sports Team Manager 
Game Evaluation Instruments and Methodology” which has been internally reviewed and validated by SPL partners, 
following the guidelines of D8.1 (Section 6.1), which defines a process of continuous exchange and cooperation between 
partners of WP5 and associated partners of WP8 to implement the validation studies. The final implementation details are 
reported in the following subsections: Design, methodology and instruments, Implementation details and Participants. We 
organized the content in tables to facilitate the comparison between planned and implemented details and highlight the 
distilled indications for the next pilot.  
 
Figure 1: Evaluation process and instruments used in the First Pilot Session 
Design, methodology and instruments 
 
METHODOLOGY 
PLANNED IMPLEMENTED 
Design and instruments 
The evaluation process includes the 
following steps: 
1. Pre-game self-assessment 
questionnaire on the three main 
investigated skills: team working, 
conflict management and leadership 
(21 questions on 3 skills).  
 
The questionnaire will include items from: 
a. The Student Employability Skills 
Questionnaire  for team working; 
b. Items based on the 
Thomas/Kilmann Conflict Mode 
Instrument for conflict management  
The evaluation process, shown in Figure 1 includes these steps: 
1. Pre-game self-assessment questionnaire on two soft skills: conflict 
management and leadership.  
We built an ad hoc questionnaire with 12 questions on the 2 skills for pre-
post assessment. Participants are asked to answer the same 
questionnaire on the investigated soft skills before and after the game.  
The goal is to have a measurement of the learning received during the 
game as a result of comparing what the student knew on the investigated 
soft skills before in a pre-test and after the game experience in a post-
test. Answering the pre-game questionnaire (at least one day before the 
day of the testing phase) is mandatory to have access to the game.  
a. Not used since team working was not tested in this pilot.   
b. The Thomas-Kilmann Conflict Mode Instrument (TKI) is a self-scoring 
                                                 
1
 Comunità Online (COMOL) is an e-learning platform available by the University of Trento, which was used as interface 
for presenting the RAGE experiment, guiding the student through the different phases and administering questionnaires to 
participants.  
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c. items based on the Hershey and 
Blanchard Leadership style 
questionnaire  
 
 
 
 
 
 
 
 
 
 
2. Game and learning pills  
3. A questionnaire on Usability 
(System Usability Scale, Brooke 
1996) and the Flow Short Scale 
(Rheinberg et al., 2003; Vollmeyer & 
Rheinberg, 2006) for flow 
assessment.  
4. Post-game self-assessment 
questionnaire (same as point 1) 
and preference for one of the skills 
providing brief motivation. 
 
 
5. Focus groups:  
Activity based on the subscale „joy‟ of 
the user acceptance questionnaire 
used by Lowry et al. (2013) , the 
„interest/enjoyment‟ subscale of the 
Intrinsic Motivation Inventory (Ryan, 
1982) and questions on usefulness 
and value of playing the game, based 
on the value/usefulness subscale of 
the Intrinsic Motivation Inventory 
(Ryan, 1982).  
 
 
 
 
assessment questionnaire based on Thomas-Kilmann conflict resolution 
model that we used to create the conflict episodes. In the episodes users 
have to resolve a conflict situation by interacting with one of the team 
members. The alternative choices available in the dialogue are based on 
the conflict resolution styles of the model (competing, avoiding, 
collaborating, accommodating, compromising). 
At the end of each dialogue the user receives a short feedback (named 
learning pill) on the adopted prevalent style.  
After the game the user is asked to fill the TKI.  The TKI is used to 
integrate the results of the game (from the conflict episodes) and provide 
a comprehensive feedback on the user‟s typical behavior in conflict 
situations and describe it along two dimensions: assertiveness and 
cooperativeness.  
c. The Hershey and Blanchard Leadership style questionnaire  has not 
been used in the pre-post questionnaire. We adopted instead the Bass  
and Avolio model (1991) to build the feedback on leadership styles.  
2. Game and learning pills  
3. A questionnaire on Usability Game User Experience Satisfaction Scale 
(GUESS; Phan, Keebler, & Chaparro, 2016) – Usability subscale 
 
 
 
 
4. A questionnaire on User Experience including 3 subscales: 
 Enjoyment (GUESS -Enjoyment subscale) 
 Usefulness (Intrinsic Motivation Questionnaire, IMI; Ryan, 1982) - 
Subscale Value/Usefulness 
 Flow (Flow Short Scale, FSS, Rheinberg et al., 2003; Vollmeyer & 
Rheinberg, 2006) 
5. Post-game self-assessment questionnaire (same as 1). 
6. Focus interview: semi-structured interview based on the following 
dimensions: 
 Evaluation of the game experience based on the following semantic 
differential scale:  
Fun – boring Easy – difficult 
Useful – Useless Stimulating – dull 
Captivating – tiring Concrete – abstract 
Simple – Complex Challenging - Unchallenging 
 Positive and negative elements of the game and indications for 
improvement  
 Utility of the game and transferability considerations 
Motivation of changes: 
 For the 1
st
 pilot we focused only on the two most represented soft skills in 
the critical episodes and learning pills (conflict and leadership). As a 
consequence, the Student Employability Skills Questionnaire for team 
working has not been adopted.  
 Hershey and Blanchard Leadership style questionnaire was not used 
because we based our feedback on a different model of leadership (Bass 
and Avolio) which has a direct mapping with the Thomas-Kilmann conflict 
model according to the integrating model by Saeed et al.,2014. We 
assume that understanding the relationships between conflict 
management styles and leadership styles can help students to strengthen 
learning on both skills and make connections with the occupational field.   
 We changed the focus group with the focus interview, due to 
organizational motivations which introduced time restrictions (our limit was 
2 hours). The focus group takes at least 1 hour and requires that people 
are present at the same time to work in group, while the focus interview 
takes only 15-20 minutes and can be done by people individually.   
Guidelines and Technical implementation aspects: 
Participants are asked to authenticate to COMOL, using the assigned 
credentials. At least one day before the experiment, they are asked to 
complete the pre-game questionnaire in COMOL. The experiment is 
performed in a lab of the University of Trento on desktop computers with the 
game installed. The front-end interface for the experiment is a dedicated page 
on COMOL, where people are guided through the steps of the evaluation 
procedure. The evaluation questionnaires are presented in COMOL and 
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consequently the results are stored in University servers. On the contrary, all 
the data from the game (logs) are stored in UCM servers. As final note, we 
add that the final feedback provided to participants was available for later 
consultation after the experiment.  
Data collected 
 We have considered the following game sections: 
1. Game session: 4 trials + 1 race 
Includes four subsections: a) role description; b) crew member features; 
c) crew member interview d) recruitment/elimination 
2. Critical episode (conflict + leadership)  
3. Learning pill 
4. Questionnaire on conflict  
In the first pilot we considered the following quantitative variables.  
Temporal variables: as indicator of issues (e.g. complexity, unclear 
explanation, unclear instructions..) or engagement. 
 How long users stay on each game session and sub-session.  
 Game duration 
 Tutorial duration 
Time used for resolving conflict episodes and reading learning pills.   
Indications for next pilot 
In the next pilot, we aim to maintain a similar evaluation as demonstrated in Figure 1. There are only two relevant 
changes:  
1) The first will be in the pre-post assessment. We are evaluating to use a different instrument because the questionnaire 
is based on conceptual knowledge of the underlying models, which is not the real focus of learning in the game. One idea 
is to use episodes (more similar to those presented in the game), which will be contextualized in real-life and working 
contexts to reinforce the connections and transferability.  
2) The second change will be about the focus interview.  Considering the high number of participants in the second pilot 
(around 400 students), we don‟t have the resources to interview all the participants. Therefore, we need to identify a 
criterion to select a sample of subjects on which to use this evaluation instrument.  
Implementation details 
RECRUITMENT MODALITY 
PLANNED IMPLEMENTED 
How 
The communication and promotion will be organized mainly in 
collaboration with professors of the courses and the Placement Service. 
The latter will integrate the promotion of the experiment within the 
communication campaigns for its usual offer on soft skills. 
 
Communication and promotion was organized 
by the RAGE research group.  
Motivation of changes: 
- communication campaigns led by the 
Placement Service are organized at the 
beginning of the academic year, therefore we 
couldn‟t exploit this communication channel. 
Who 
 Recruitment from the master courses in collaboration with the 
reference Professor. 
 Direct recruitment organized by the Placement Service as integral 
part of the communication activities of the service. 
Confirmed the first point only.  
 
Motivation of changes: 
See the motivation above. 
Temporal aspects 
End of January 2017 End of April 
Motivation of changes: 
The game was not ready to be tested until end 
of April. 
Indications for next pilot 
Massive promotion by the Placement Services is needed. 
 
WHEN 
Period 
No connection with current training offered by Placement Service. The 
experiment will be conducted during the second semester of the 2016-2017 
Academic Year.  
By middle of April game pretested 
Game tested in May - June 
Constraints 
The first experiment will be conducted during the lecture-period of the 
second semester excluding holiday periods.  
Confirmed 
Indications for next pilot 
Due to the large number of participants for the 2ndpilot we suggest to extend the validation period to cover two academic 
semesters. According to this, the second pilot should start by November-December 2017.   
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WHERE 
PLANNED IMPLEMENTED 
Location 
Experiments held within facilities of the University of Trento. Confirmed 
Physical spaces 
Laboratories of the University of Trento equipped with personal 
computers on which the game will be installed.  
Computer Lab of Cognitive Science 
Department  
Indications for next pilot 
For the 2
nd
 pilot, Placement Service will guarantee availability of labs in different departments of UNITRENTO. 
 
RESOURCES AND PREREQUISITES 
PLANNED IMPLEMENTED 
Human Resources 
 Tutors/trainers for introducing the study, providing support during the game, 
questionnaire administration   
 Technical staff for support  
 1 moderator each focus group (could be the tutor) and 1 observer. 
 Confirmed   
 
 Two interviewers for the focus 
interview.  
Hardware 
Games will be installed and played on Windows desktop computers.  (Not virtual desktop)  
Software 
The game prototype will be an executable Windows application.    Confirmed  
Security requirements 
Credentials for the University of Trento e-learning platform, called Comunità On 
Line, are used for accessing to the game environment. 
Confirmed  
Privacy 
Protection of personal data and privacy is ensured in accordance with the 
principles of the Italian Data Protection Code (Legislative Decree no. 196 of 30 
June 2003) and the Code of Conduct and Professional Practice applying to 
processing of personal data for statistical and scientific purposes.  
Voluntary participation - Informed consent - Anonymous data will be collected 
and processed.  
Confirmed with validation from the 
legal staff od University of Trento. 
Indications for next pilot 
None 
 
SUPPORT 
PLANNED IMPLEMENTED 
Technical 
Installation + help desk + technical issues management Confirmed + management of access credential to COMOL 
Other 
 Support from legal staff of UniTrento for privacy issues.  
Indications for next pilot 
 The presence of  technical staff in lab is required to address possible technical issues. 
Participants 
TARGET AUDIENCE 
PLANNED IMPLEMENTED 
Characteristics 
Age: 22-26 yrs 
Education background: master students 
recruited from different courses of the 
University of Trento  
Background skills: not expected 
Age: 20-32 yrs (mean age 22.5) 
Education background: Students were recruited from Interfaces and 
Communication technologies and Cognitive Psychology degree courses 
of University of Trento.  
Previous soft skills training: Only 6 of them have already participated in 
training courses on soft skills. 
Prerequisites  
Language: Italian   
 
Motivation: Motivation of the student to 
participate will be considered a priority for 
participation (incentives are not used).   
Language: Italian, English 
Motivation: In particular students form Interfaces and Communication 
technologies were highly motivated in participating and provided very 
useful and high quality suggestions in the focus interviews.  
Motivation of changes: 
Since an English version of the game was provided by the developers, we 
let students to choose their preferred language.  
Number 
20-40 students 22 students (10 females, 12 males) 
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Subgroups 
In the first experiment, no subgroups of 
subjects to be assigned to different 
experimental conditions are planned. The 
experiment will be conducted with groups of 
max 15 participants at a time. 
 
 
We foresee groups of 25-30 subjects due to the high number of expected 
participants in the second pilot.  
  Indications for next pilot  
 For the next pilot we aim to investigate the intentions of subjects about their future projects regarding employment to 
test the differences between subjects that aim to continue the university carrier and people that are close to enter the 
work world.  
Additional details about work experiences and expectations will be also collected.  
 About the numbers of people in experimental sessions, we estimate that 20-25 participants is an adequate number 
because of our  organization constrains (logistics and human resources available). 
 To maximize the participation of students, we are discussing with the UniTrento Placement Service the introduction of 
forms of incentives.   
Risk Management 
Description of Risk  Occurrence 
(yes, no, new
2
) 
Impact 
(low/medium/high) 
Used risk-mitigation measures 
Technical issues and flaws Yes High Presence of technical people in labs 
Instructions and tasks not clear  Yes Medium  An adequate number of tutors compared 
to the number of participants (1:15) 
Lack of participation  Yes High  Use of incentives (gadget, coupons..) 
Abandons  Yes Low The incentives will be provided only if 
the participants complete the game 
Lack of motivation to take part in 
focus groups  activities 
No Low   
The duration of the learning 
experience is not manageable   
No Low  
Fragmentation of the learning 
experience due to the simplified 
and incomplete structure of the 
prototype 
No Low  
The game is not available in 
time 
No Low  
 
  
                                                 
2
 Add new if the risk was not included in the Risk table in D5.1 
D5.3 - Pilots quality report round 1                    
WP5-D5.3                                               RAGE                                    Page 13 of 35 
4. USE CASE 2:  DIGITAL SKILLS IN UK COLLEGES 
Introduction 
In this section we report the results of the first pilot study during which selected participants   tested an early version of the 
“Water-Cooler” game developed by Nurogames for the HCUK use case. This first experiment was conceived as a small-
scale version and trial run in preparation for the second full-scale experiment. The pilot involved 102 full time students 
(aged 16-35+yrs) from Hull College recruited from three undergraduate programmes at Hull School of Art and Design and 
one FE programme at Hull College. Focus groups and questionnaires at the end of the trial will provide qualitative data for 
further improvement of the final game. A pre-test with three Hull College Group staff was undertaken before the execution 
of the pilot experiment. This pre-test was aimed at: 
1. monitoring some temporal aspects (duration of tutorial, game and post-game evaluation); 
2. testing the understanding of instructions and questionnaires items;  
3. fixing minor bugs and  correcting text typos in the instructions, game dialogues, questionnaires and final 
feedback.  
Compared to the implementation plan described in D5.1 (due to October 2016) some changes have been made in design 
and evaluation instruments. The final implementation details are reported in the following subsections: Design, 
methodology and instruments, Implementation details and Participants. Content is organised in tables to facilitate the 
comparison between planned and implemented details and highlight the distilled indications for the next pilot. It follows a 
discussion of the results of the pilot study, addressing on three evaluation variables: 
1) Usability 
2) User experience:  
3) Veracity of the tool in teaching and learning related to group working/conflict mitigation  
Design, methodology and instruments 
 
METHODOLOGY 
PLANNED IMPLEMENTED 
Design and instruments 
The evaluation process 
includes the following steps: 
1. Pre-game self-assessment 
questionnaire. 
 
 
Post-game self-assessment 
questionnaire  
 
 
2.  
3. Focus groups 
 
 
 
 
 
The evaluation process included the following steps: 
7. Pre-game self-assessment questionnaire: 
WP8 colleagues provided a questionnaire with 9 biographical questions including an 
analysis of their gaming patterns together with 5 questions regarding the users 
perception of serious games. Answering the pre-game questionnaire is mandatory to 
have access to the game.  
Post-game self-assessment questionnaire: 
WP8 colleagues provided a questionnaire with 41 questions combining self reflection 
on team working skills together with review of the game‟s effectiveness. Users were 
also asked to give detailed feedback on any aspect including games interface and 
design under a comments section. 
Focus group interview:  
A semi-structured focus group discussion of approximately1 hour requiring that people 
are present at the same time to work in group based on the following dimensions: 
 Evaluation of the game experience, positive and negative elements of the game and 
indications for improvement  
 Utility of the game and transferability considerations 
Guidelines and Technical implementation aspects: 
Participants were asked to log onto the HCG network and complete the pre-game 
questionnaire online.  
The experiment was performed in a HCG lab on desktop computers with the game 
installed. The front-end interface for the experiment is a dedicated page on the New 
Media Hull website where people are guided through the steps of the evaluation 
procedure.  
The evaluation questionnaire results were gathered by WP8 colleagues and statistical 
and graphical data produced for analysis.  
Data collected 
 In the first pilot we explored perceptions regarding the context, purpose and learning 
gain of the game together with gathering a range of feedback on the game itself 
(interface, design, usability etc.)  
Indications for next pilot 
In the next pilot we intend to maintain the same evaluation process of pre and post game questionnaires followed by 
focus group discussions. There will however be significant changes to the questionnaire themselves to make them more 
relevant to the game‟s focus. There will be significantly more test participants (approx. 400 students) however as with 
the first pilot the focus groups will not include all the participants. 
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Diagram to represent the different play modes of the game: 
 
Implementation details 
 
RECRUITMENT MODALITY 
PLANNED IMPLEMENTED 
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RECRUITMENT MODALITY 
PLANNED IMPLEMENTED 
How 
1. Coordination of testing will be administered by specific HCG 
academic staff team members who have knowledge of the wider 
project, with local admin as support. 
2. Internal promotion of the participatory testing project and the wider 
Rage project will be coordinated and managed prior to testing by 
relevant academic staff, disseminated to programme leaders of those 
courses and departments who have agreed to participate. 
3. External, public/industry facing promotion, joining local marketing 
value to the wider RAGE project promotion potential will be 
developed by HCG Marketing in conjunction with coordinating 
academic staff and existing Rage marketing strategies . 
4. Admin will collate results of testing supported by academic staff and 
relayed to WP8 liaison (Bolton) in a pre-agreed form. 
5. Information will be provided to the participants both in documentation 
form (printed for students to take away) prior to test participation, and 
immediately prior and during game testing via Game Intro dialogue 
and any connecting test management interfaces (as per current 
processes such as NSS etc.). 
1. As planned  
 
 
2. As planned 
 
 
 
3. Communication and promotion was 
organized by the RAGE research group.  
Motivation of changes: 
HCG campaigns led by HCG marketing are 
organized at the beginning of the 
academic year, therefore we couldn‟t 
exploit this communication channel. 
 
4. Academic staff collated results of testing 
in liaison with WP8 partners. 
5. As planned 
Who 
Internal HCG coordination will be dealt with by HCG academic colleagues 
within the New Media department, who will liaise with programme leaders 
of selected participant courses 
As planned 
Temporal aspects 
End of March 2017 End of April 2017 
Motivation of changes: The game was not 
ready to be tested until end of April. 
Indications for next pilot 
Massive promotion by HCG marketing and HCUK training (for short play version) is needed. 
 
WHEN 
PLANNED IMPLEMENTED 
Period 
The experiment will be conducted during the second 
semester of the 2016-2017 Academic Year.  
Game mainly tested in May – June with some further 
small scale testing to trial assets between Sept  Nov 
Constraints 
The first experiment will be conducted during the lecture-
period of the second semester excluding holiday periods.  
Confirmed other than the more recent asset testing. 
Indications for next pilot 
 Due to the large number of participants for the second pilot we suggest to extend the validation period to both the 
second semester and summer period. According to this, the second pilot should start by Feb 2018.   
 
WHERE 
PLANNED IMPLEMENTED 
Location 
The experiment will be conducted within the facilities of HCG including multiple 
appropriate Lab/studio environments. 
Confirmed 
Physical spaces 
Labs/studios with PC based infrastructure appropriate to the delivery of software/games 
equipped with personal computers on which the game will be installed.  
Confirmed  
Indications for next pilot 
 For the second larger pilot we will book a number of labs in different HCG departments. 
 
RESOURCES AND PREREQUISITES 
PLANNED IMPLEMENTED 
Human Resources 
 Academic staff coordinators for management and monitoring of testing phases, and 
collation of data/liaison with WP8  
 Local HCG Admin support staff for implementation and communication between 
participating depts.  
Confirmed   
 
Hardware 
 Existing PCs/studio spaces in participating depts. 
 i-Pad for formative observations by staff monitoring the testing process. 
Confirmed, although i-
Pad not required 
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Software 
The game prototype as provided by WP4 team in alignment with interoperability 
agreements (as an executable Windows application).  
Confirmed  
Security requirements 
As per existing local HCG data protection and IT usage agreements Confirmed  
Privacy 
As per existing local data protection and BERA agreements - Voluntary participation - 
Informed consent - Anonymous data will be collected and processed.  
Confirmed. 
Indications for next pilot 
None 
 
SUPPORT 
PLANNED IMPLEMENTED 
Technical 
Installation + help desk + technical issues management Confirmed  
Indications for next pilot 
The presence of technical staff in lab is preferable to address possible technical issues. 
Participants 
 
TARGET AUDIENCE 
PLANNED IMPLEMENTED 
Characteristics 
Mixed age groups (post 16), non-gender 
specific, mixed race, mixed 
skills/background/period of life/returning to 
education etc. 
Age: 16-35+ yrs  
Education background: Students were recruited from three 
undergraduate programmes at Hull School of Art and Design and 
one FE programme at Hull College A brief questionnaire has been 
administered to collect some personal and background data.  
Previous soft skills training: None. 
Videogame experience: In terms of videogame experience, 57% 
stated they play regularly, ranging from many times a week to every 
day. The most popular videogames mentioned are action, strategy, 
multiplayer and puzzle games. 
Serious game use: The majority of participants believe serious 
games can change the educational landscape.. 
Prerequisites 
Language: All English language users (though 
English as a Second Language students may be 
part of the cohorts), all courses would require 
the “Game” to be delivered in English   
Motivation: Motivation of the student to 
participate will be considered a priority for 
participation (incentives are not used).   
Language: English 
 
 
Motivation: In particular students from the Games design 
programme were highly motivated in participating and provided very 
useful and high quality suggestions in the focus interviews.  
Number 
50 students  102 students (57% male) 
Subgroups 
In the first experiment we had subgroups of 
quite different profiles, for example a group of 
Fashion students and a group of Web Design 
students 
We foresee a variety of subgroups of 25-30 subjects due to the high 
number of expected participants in the second pilot.  
 
Indications for next pilot 
 For the next pilot we intend to review the questionnaires towards a more subject specific focus. 
 We estimate that 20-25 participants is an adequate number per group because of our organization constraints 
(logistics and human resources available). 
Risk Management 
 
Description of Risk  Occurrence 
 (yes, no, new
3
) 
Impact 
(low/medium/high) 
Used risk-mitigation measures 
Issues with student 
availability  
Yes High  Comprehensive pre pilot planning together with 
use of incentives (t shirts) 
IT issues including Yes High Assistance from HCUK IT team including 
                                                 
3
 Add new if the risk was not included in the Risk table in D5.1 
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interoperability  attendance at testing. Pre asset/game testing 
hadn‟t been sufficient and errors found however  
rectified during this period. 
Issues with support No Low Close monitoring and support from staff 
supervising the testing. 
Instructions and tasks not 
clear  
Yes Low Use of explanation and prompt sheets together 
with an adequate number of tutors compared to 
the number of participants (1:15) 
Abandons  Yes Low Close monitoring and support from staff 
supervising the testing. Incentives will be 
provided only if participants complete the game. 
Lack of motivation to take 
part in evaluation activities 
No Low Good levels of motivation particularly with 
specific target groups 
Duration of the learning 
experience not manageable   
No Medium Precise instructions and indications about 
timing for each activity provided.. 
Fragmentation of the 
learning experience due to 
the simplified and incomplete 
structure of the prototype 
No Low Prototype at reasonable stage of advancement, 
fluent and playable 
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5. USE CASE 3:  ENTREPRENEURIAL SKILLS 
Introduction 
In this section we report the results of the first pilot study during which selected participants   tested an early version of the 
“Hatch” game developed by Gameware for the HCUK use case. 
This first experiment was conceived as a small-scale version and trial run in preparation for the second full-scale 
experiment. The pilot involved 43 full time students (aged 16-35+yrs) from Hull College recruited from two undergraduate 
programmes at Hull School of Art and Design and one FE programme at Hull College. 
Focus groups and questionnaires at the end of the trial will provide qualitative data for further improvement of the final 
game. 
A pre-test with three Hull College Group staff was undertaken before the execution of the pilot experiment. This pre-test 
was aimed at giving extensive feedback on the game so improvements could be made prior to the actual testing. 
Compared to the implementation plan described in D5.1 (October 2016) some changes have been made in design and 
evaluation instruments. The final implementation details are reported in the following subsections: Design, methodology 
and instruments, Implementation details and Participants. Content is organised in tables to facilitate the comparison 
between planned and implemented details and highlight the distilled indications for the next pilot. It follows a discussion of 
the results of the pilot study, addressing on three evaluation variables: 
1. Usability 
2. User experience:  
3. Veracity of the tool in teaching and learning related to entrepreneurship  
Design, methodology and instruments 
 
METHODOLOGY 
PLANNED IMPLEMENTED 
Design and instruments 
The evaluation process includes 
the following steps: 
4. Pre-game self-assessment 
questionnaire. 
 
 
 
Post-game self-assessment 
questionnaire  
5.  
 
6. Focus groups 
 
The evaluation process included the following steps: 
8. Pre-game self-assessment questionnaire: 
WP8 colleagues provided a questionnaire with 9 biographical questions including 
an analysis of their gaming patterns together with 5 questions regarding the users 
perception of serious games. Answering the pre-game questionnaire is mandatory 
to have access to the game.  
Post-game self-assessment questionnaire: 
WP8 colleagues provided a questionnaire with 41 questions combining self 
reflection together with review of the game‟s effectiveness. Users were also asked 
to give detailed feedback on any aspect including games interface and design 
under a comments section. 
Focus group interview:  
A semi-structured focus group discussion of approximately1 hour requiring that 
people are present at the same time to work in group based on the following 
dimensions: 
 Evaluation of the game experience, positive and negative elements of the game 
and indications for improvement  
 Utility of the game and transferability considerations 
Guidelines and Technical implementation aspects: 
Participants were asked to log onto the HCG network and complete the pre-game 
questionnaire online. The experiment was performed in a HCG lab on desktop 
computers with the game installed. The front-end interface for the experiment is a 
dedicated page on the New Media Hull website where people are guided through 
the steps of the evaluation procedure. The evaluation questionnaire results were 
gathered by WP8 colleagues and statistical and graphical data produced for 
analysis.  
Data collected 
 In the first pilot we explored perceptions regarding the context, purpose and 
learning gain of the game together with gathering a range of feedback on the 
game itself (interface, design, usability etc.)  
Indications for next pilot 
In the next pilot we intend to maintain the same evaluation process of pre and post game questionnaires followed by 
focus group discussions. There will however be significant changes to the questionnaire themselves to make them more 
relevant to the game‟s focus. There will be significantly more test participants (approx. 400 students) however as with 
the first pilot the focus groups will not include all the participants.   
Implementation details 
 
RECRUITMENT MODALITY 
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PLANNED IMPLEMENTED 
How 
1. Coordination of testing will be administered by specific HCG 
academic staff team members who have knowledge of the wider 
project, with local admin as support. 
2. Internal promotion of the participatory testing project and the wider 
Rage project will be coordinated and managed prior to testing by 
relevant academic staff, disseminated to programme leaders of those 
courses and departments who have agreed to participate. 
3. External, public/industry facing promotion, joining local marketing 
value to the wider RAGE project promotion potential will be 
developed by HCG Marketing in conjunction with coordinating 
academic staff and existing Rage marketing strategies . 
4. Admin will collate results of testing supported by academic staff and 
relayed to WP8 liaison (Bolton) in a pre-agreed form. 
5. Information will be provided to the participants both in documentation 
form (printed for students to take away) prior to test participation, and 
immediately prior and during game testing via Game Intro dialogue 
and any connecting test management interfaces (as per current 
processes such as NSS etc.). 
1. As planned  
 
2. As planned 
3. Communication and promotion was 
organized by the RAGE research group.  
Motivation of changes: 
HCG campaigns led by HCG marketing 
are organized at the beginning of the 
academic year, therefore we couldn‟t 
exploit this communication channel. 
4. Academic staff collated results of testing in 
liaison with WP8 partners. 
5. As planned 
Who 
Internal HCG coordination will be dealt with by HCG academic 
colleagues within the New Media department, who will liaise with 
programme leaders of selected participant courses 
As planned 
Temporal aspects 
End of March 2017 End of Oct 2017 
Motivation of changes: 
The game was not ready to be tested until 
after the end of the second semester when 
no participants were available, therefore 
testing was moved forward to the next 
semester. 
Indications for next pilot 
Massive promotion by HCG marketing and HCUK training is required. 
 
WHEN 
PLANNED IMPLEMENTED 
Period 
The experiment will be conducted during the second semester of the 
2016-2017 Academic Year.  
Game mainly tested in Sept - Oct 
Constraints 
The first experiment will be conducted during the lecture-period of the 
second semester excluding holiday periods.  
Game mainly tested in Sept - Oct 
Indications for next pilot 
 Due to the large number of participants for the second pilot we suggest 
to extend the validation period to both the second semester and summer 
period. According to this, the second pilot should start by Feb 2018.   
 
 
WHERE 
PLANNED IMPLEMENTED 
Location 
The experiment will be conducted within the facilities of HCG including multiple 
appropriate Lab/studio environments. 
Confirmed 
Physical spaces 
Labs/studios with PC based infrastructure appropriate to the delivery of software/games 
equipped with personal computers on which the game will be installed.  
Confirmed  
Indications for next pilot 
 For the second larger pilot we will book a number of labs in different HCG departments. 
 
RESOURCES AND PREREQUISITES 
Planned Implemented 
Human Resources 
 Academic staff coordinators for management and monitoring of testing phases, and 
collation of data/liaison with WP8  
 Local HCG Admin support staff for implementation and communication between 
Confirmed   
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participating depts.   
Hardware 
 Existing PCs/studio spaces in participating depts. 
 i-Pad for formative observations by staff monitoring the testing process. 
Confirmed, although i-Pad 
not required 
Software 
The game prototype as provided by WP4 team in alignment with interoperability 
agreements (as an executable Windows application).  
Confirmed  
Security requirements 
As per existing local HCG data protection and IT usage agreements Confirmed  
Privacy 
As per existing local data protection and BERA agreements  
Voluntary participation - Informed consent - Anonymous data will be collected and 
processed.  
Confirmed. 
Indications for next pilot 
None 
 
SUPPORT 
Planned Implemented 
Technical 
Installation + help desk + technical issues management Confirmed  
Indications for next pilot 
The presence of technical staff in lab is preferable to address possible technical issues. 
Participants 
 
TARGET AUDIENCE 
PLANNED IMPLEMENTED 
Characteristics 
Mixed age groups (post 16), non-gender specific, 
mixed race, mixed skills/background/period of 
life/returning to education etc. 
Age: 16-35+ yrs  
Education background: 
Students were recruited from two undergraduate programmes at 
Hull School of Art and Design and one FE programme at Hull 
College A brief questionnaire has been administered to collect 
some personal and background data.  
Previous soft skills training: None. 
Videogame experience: 60% stated they play regularly, 
ranging from many times a week to every day. The most popular 
videogames mentioned are action, strategy, multiplayer and 
puzzle games. 
Serious game use: The majority of participants believe serious 
games can change the educational landscape. 
Prerequisites 
Language: All English language users (though 
English as a Second Language students may be 
part of the cohorts), all courses would require the 
“Game” to be delivered in English   
Motivation: Motivation of the student to participate 
will be considered a priority for participation 
(incentives are not used).   
Language: English 
 
 
 
Motivation: In particular students from the Games Design 
programme were highly motivated in participating and provided 
very useful and high quality suggestions in the focus interviews.  
Number 
50 students  43students (63% male) 
Subgroups 
In the first experiment we had subgroups of quite 
different profiles, for example a group of Fine Art 
students and a group of Games Design students 
We foresee a variety of subgroups of 25-30 subjects due to the 
high number of expected participants in the second pilot.  
 
Indications for next pilot 
 For the next pilot we intend to review the questionnaires towards a more subject specific focus. 
 We estimate that 20-25 participants is an adequate number per group because of our organization constraints 
(logistics and human resources available). 
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Risk Management 
 
Description of Risk Occurrence 
 (yes, no, new
4
) 
Impact 
(low/medium/high) 
Used risk-mitigation measures 
Issues with student 
availability  
Yes High  Comprehensive pre pilot planning together with 
use of incentives (t shirts) 
IT issues including 
interoperability  
Yes High Assistance from HCUK IT team including 
attendance at testing. 
Issues with support No Low Close monitoring and support from staff 
supervising the testing. 
Instructions and tasks not 
clear  
Yes Low Use of explanation and prompt sheets together 
with an adequate number of tutors compared to 
the number of participants (1:15) 
Abandons  Yes Low Close monitoring and support from staff 
supervising the testing. Incentives will be 
provided only if participants complete the game. 
Lack of motivation to take 
part in evaluation activities 
No Low Good levels of motivation particularly with 
specific target groups 
Duration of learning 
experience not manageable   
No Medium Precise instructions and indications about timing 
for each activity provided.. 
Fragmentation of learning 
experience due to simplified 
and incomplete structure of 
the prototype 
Yes High Prototype at early stage which impacted on 
playability. However sufficient content and 
structure to enable feedback and testing. 
 
  
                                                 
4
 Add new if the risk was not included in the Risk table in D5.1 
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6. USE CASE 4: PROFESSIONAL COMMUNICATION SKILLS TRAINING 
IN VOCATIONAL EDUCATION 
Introduction 
In this section we report the results of the first pilot study to test the Space Modules Inc., developed by PlayGen for the 
SPL use case. The pilot involved 450+ students (aged 17-22 years) from a number of vocational schools in the IT sector in 
the Netherlands. The students were mainly from the first year from level 2, 3 and 4. 
The pilot was scheduled to run from January 2017 to June 2017 with the 5 pilot schools. However, as this first try was very 
problematic, there was a second try from September 2017 to November 2017, where more schools were invited to 
participate. In the implementation plan described in D5.1 (due to October 2016), there was also the plan to pilot IT Alert! 
However, this game was not stable enough to test during this round. More will be reported on this in section 3.2. 
As mentioned before, Space Modules Inc. was planned to be piloted starting in January 2017. However, this start was 
delayed due to technical problems surrounding the game and the distribution platform. Around the April the first pilot round 
was started with 6 vocational schools and 400+ students. However, this first try had the following problems: 
 Students had problems signing the privacy statements, and this problem increased due to the use of video 
recording during the pre and post test 
 Some schools pulled back at the last moment, due to external circumstances  
 As different systems were used for the distribution of the game and the pre/post test, some teachers dropped out 
due to the complexity 
 The game was not an integral part of the curriculum, so for many students it was voluntary. For a number of 
groups this resulted in low motivation to participate 
This resulted in a poor number of test subjects. Of the 400+ intended students only 250+ actually started participating in 
the pilot, and only approx. 70 students participated long enough to actually get enough data for research. 
For this reason we planned a second try after the summer holiday (August 2017), and we also contacted more vocational 
schools to get the required number of test subjects. 
Design, methodology and instruments 
 
METHODOLOGY 
PLANNED IMPLEMENTED 
Design and instruments 
The evaluation process includes the 
following steps: 
1. Pre-game self-assessment 
questionnaire 
 A validated test set from Leal-
Costa and Schwartzman and 
relevant parts of the ICSQ 
questionnaire. 
 Test to measure: Opening end 
ending a conversation, Dealing 
with emotions, Summarize and 
follow-up questions 
 
2. Data collected in the game: 
 
3. A questionnaire on Usability 
In game questionnaires about what 
was hard, easy, annoying 
 
4.Post-game self-assessment 
questionnaire (same as point 1) 
 
The evaluation includes the following steps: 
 
1.Pre-game self-assessment questionnaire 
 I1: Virtual conversation test with IT Helpdesk situations that were presented by 
video, on which students‟ response were required via Webcam-recordings 
 I2: ICKA (Interpersonal Communication Knowledge Assessment (Wilkens et 
al., 2015) [20 items, 6 pts Likert] 
 I3: System Usability Scale (SUS) (Brooke, 1996) [10 items, 5 pts Likert] 
 I4: A 16-items Study ability score, 5 pts Likert instrument (Nadolski & Hummel, 
2017) 
 I5: IMI (Intrinsic Motivation Inventory) (Deci et al., 1994) (26 items, 7 pts Likert) 
 I6: Own instrument for Perceived usefulness for learning (six items, 5 pts 
Likert) 
2.Data collected in the game_ 
 
3.A questionnaire on Task Load  
 I7: NASA-TLX (Hart & Staveland, 1988) (six items, 7 pts-Likert) (after each 
game-session) 
 
4.Post-game self-assessment questionnaire (same as point 1). 
5. Focus interview 
About a week after students had finished the game, focused interviews were 
conducted at each institution with groups of students and teachers involved. 
Students could reflect on game‟s usability and usefulness in a more qualitative 
sense. 
Motivation of changes: 
 As the research plan was worked out in detail, more suitable instruments 
were selected then initially foreseen. The ICSQ questionnaire was more 
targeted to the medial field and was therefore replaced by better instruments 
Data Collected 
 1. Pre-game self-assessment questionnaire 
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This list describes the variables measured, referring to the instruments 
mentioned in the previous section. 
 With the virtual conversation test (I1) the following communication skills 
were measured:  
a. opening a conversation 
b. closing a conversation 
c. reacting to an angry customer 
d. follow-up questions 
 Self-perceived communication knowledge: I2 
 Usability: I3 
 Study ability: I4 
 Motivation: I5 
 Perceived usefulness for learning: I6 
2. Data collected in the game 
During the detailed development of the scenarios within the game, the following 
measure points were implemented: 
 The politeness of the answers 
 The closing of a conversation 
 The reaction to angry customers (empathy) 
 Gather information on the issue 
 Looking up in the database for known problems 
3. Post game questionnaire 
 Task Load: I7 
4. Post-game self-assessment questionnaire (same as point 1). 
Indications for next pilot 
In the next pilot we aim to maintain roughly the same research design and game content. However, there are 2 main 
changes planned for this round: 
 The game will be migrated to a mobile platform (Android and iOS) 
 The students will no longer be recorded with video and audio. Instead we will ask them for the appropriate 
response (questionnaire) 
 
Implementation details 
 
RECRUITMENT MODALITY 
PLANNED IMPLEMENTED 
How 
In July 2016 we will contact the 5 education schools to remember 
them that in January 2017 the pilots will take place. In 
October/November 2016 the communication and recruitment from 
the courses has to begin.  The whole pilot will be coordinated by 
Stichting Praktijkleren who is also responsible for the measurements 
(pre-test and post-test to identify „learning gains‟) 
As planned. 
Results of the first try of the pilot round were not 
enough. At the end of April, we started 
contacting more schools to participate after the 
summer holiday. 
Who 
For the first experiment we will recruit students from year 1 and 2. 
Totally approximately 500 students will participate, over the 5 
education partners. 
 
  
As planned. The many dropouts resulted in only 
70+ usable test subjects.  
As mentioned above, before the summer holiday 
we contacted 15 schools to participate. Of those 
15 schools, 10 also started in August, resulting 
in 800 intended students, of which 530+ 
students actually started, and of about 250 
students we expect to have enough data for 
analysis. 
Temporal aspects 
All pilots will begin in January 2017 after the Christmas holidays. 
The students will be informed before the Christmas holidays. There 
will be a statement per student for the approval of the use of his/her 
data for measuring results. 
 
Approximately, the experiment will be conducted during the first 
semester of the 2016-2017 Academic year. 
Start of the pilot was delayed due to technical 
problems around the game and the distribution 
platform. End of April the first try started with 3 
schools (2 had dropped out). This try ended 
around June. 
In April and June we contacted more schools to 
participate starting in August. Also, we asked 
them to incorporate the game in their curriculum.  
Indications for next pilot 
Management and teachers must agree to incorporate the game in their curriculum. Teachers and students will then be 
more committed to participate in the pilot. 
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WHEN 
Period 
The experiment will be conducted 
during the second semester of the 
2016-2017 Academic Year.  
With some schools we agreed to incorporate it in the curriculum. It was clear that 
those cases resulted in a higher number of students that complete the pilot. 
By middle of April game ready, first try was from May – June, second try was 
from August – November 
Constraints 
The first experiment will be 
conducted during the lecture-period 
of the second semester excluding 
holiday periods.  
Confirmed for the first try 
Second try was run in the first quarter of the Academic Year 2017-2018.  
 
Indications for next pilot 
As we need new students for the second round, we are obliged to start in the new school year, i.e. August 2018. 
 
WHERE 
PLANNED IMPLEMENTED 
Location 
The experiment will be conducted in the classrooms of the vocational 
education schools from Amsterdam – Rotterdam – Apeldoorn – Hengelo and 
„s-Hertogenbosch. In these class rooms will the games be played on PCs and 
possible as a test also on mobile devices. 
The introduction to the game, part of the assessment process and the follow-
up (the completion of self-assessment questionnaires, focus group) will require 
to organize face-to-face sessions with teachers/tutors. 
Confirmed. 
 
As mentioned before, Rotterdam and 
Apeldoorn dropped out, so more 
vocational schools were included 
during the second try.  
Physical Spaces 
Space Modules Inc. will be played in the classrooms of the participating pilot 
schools. In some cases it will be on computers supplied by the school, in other 
cases the students bring their own laptop. 
As planned 
Indications for next pilot 
Supporting the number of schools that were active during this first pilot round was very difficult. We have learned that 
being on site during the piloting of the game is essential for gathering reliable data. This means that in second pilot 
round we will use a limited number of schools (probably the 5 educational partners that signed the initial agreement), 
and support them on location. 
 
RESOURCES AND PREREQUISITES 
Planned Implemented 
Human Resources 
 Tutor/trainer for introducing the study, providing support during the 
game, questionnaire administration  
 Technical staff for support  
Confirmed   
The on-site support appeared to be much 
more needed then was anticipated. Teachers 
had little time to prepare conducting our 
research, and sometimes the motivation of 
the teacher was lacking too.  
Hardware 
Space Modules Inc. will be played on PC, provided by the schools, or 
on laptops the students bring themselves. It will be a Windows 
application.  For this game the plan is to ship it to the mobile platform 
during the second test round. When possible, this mobile version will be 
tested with a limited number of students during the first test round. 
During this first round, only the PC 
application was available for the pilot. For the 
second round, the mobile version is planned. 
Software 
The game prototype will be available online through the website of 
Stichting Praktijkleren. The games can be downloaded there and 
installed on the PC. There will be special links on the website that start 
the installed game, providing the user authentication data during start 
up. The player data will be stored in the RAGE Cloud and teachers can 
access the player performance statistics through the website of 
Stichting Praktijkleren. 
The game was a Windows application. 
 
The player data was gathered through 
Google forms and presented through our 
website, so it was only available for the 
teachers. 
Security requirements 
The students log in with their regular account on the website of 
Stichting Praktijkleren. Through here, they can access the games for 
instalment, and also the games need to be started from the website, so 
the user authentication is passed to the program. 
Confirmed  
Privacy 
The protection of subject‟s personal data and privacy is ensured in Confirmed 
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accordance with the Wet Bescherming Persoonsgegevens law of the 
Netherlands (Wpb 2001). The subject participates willingly in the study 
and he is free to withdraw from the study at any time and without any 
consequences. The participant is required to sign the informed consent, 
which informs him/her about his or her rights, the purpose of the study, 
the procedures involved in the study, risks and benefits to take part in 
the study, the duration of the study and the responsible for the research 
and contacts. Anonymous data will be collected and processed. 
Indications for next pilot 
For the second round the game will be played on a mobile platform.  
 
SUPPORT 
PLANNED IMPLEMENTED 
Technical 
Software is provided as an application to be installed on the PC. It is 
accessed/available through the website of Stichting Praktijkleren, for which each 
student has an account. 
The first line support will be provided by the helpdesk of Stichting Praktijkleren. Any 
issues that pop up which weren‟t tackled during the test phase will be passed to 
PlayGen. 
Confirmed 
Also, the support desk of the 
Open University was involved 
for the pre and post test. 
Other 
 Support on site for the 
teachers. This took more effort 
then was expected. 
Indications for next pilot 
Technical solution was complex (two different systems), so in the second round there will only be one platform, the 
server of Stichting Praktijkleren. 
Participants 
 
TARGET AUDIENCE 
PLANNED IMPLEMENTED 
Characteristics 
Students in vocational Education in the age range from 16 – 22 years old. Confirmed 
Prerequisites 
The language of the game is Dutch, therefore participants should have a 
sufficient linguistic competence in Dutch to read instructions and game 
materials and interact with Dutch players and NPCs. Other specific 
background skills are not expected of participants.  
Confirmed 
Number 
250 students, 50 from each educational partner Vocational schools: 12 
Number supplied by schools: 1200 
Number that actually started: 800 
Number that did the pre-test: 500 
Number that also did the post-test: 
250 
Subgroups 
n.a. n.a. 
Indications for next pilot 
None 
Risk Management 
 
Description of Risk  Occurrence Impact Mitigation 
Technical issues and flaws Yes High Few minor bugs were found and resolved by 
PlayGen. It caused some delay in starting the pilots. 
Instructions and tasks not clear  Yes Medium The initial script was lengthy, so it was revised to be 
shorter and more concise. Also, we implemented 
more onsite support.  
Personnel not prepared to provide 
support 
No Low  
Lack of participation  Yes High Not all schools had made it a part of their curriculum, 
so there were problems here. Again, more onsite 
support helped to mitigate this. 
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Abandons  Yes High Students participated voluntarily, and quite a few 
didn‟t do the whole process. Onsite support helped 
some. 
The duration of the learning 
experience is not manageable  
(completion time can be different 
for different users) 
No Medium  
Fragmentation of the learning 
experience due to the simplified  
and incomplete structure of the 
prototype 
No High  
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7. USE CASE  5 - POLICE INTERVIEW SKILLS 
Introduction 
In this section we report the results of the first pilot study to test the ISPO game (interview simulation for police officers), 
developed by GAMEWARE for the EPJ/MJ use case. The main goal of ISPO game (interview simulation for police 
officers) is to train police officers in communication competencies related with the interview of victims of violent crimes 
(e.g. sexual crimes) and the interrogation of violent offenders (e.g. sexual crimes offenders) through the use of a 
simulation scenario. The focus of the game is the communication process bearing in mind the verbal and nonverbal 
communication competencies of the police to gathering information from victims and offenders. 
The pilot phase has included two parts: a pre-pilot and the pilot itself. For the pre-pilot 10 senior police officers were 
involved and it took place in the premises of the Judicial Police Academy (EPJ). For this test we had the collaboration of 
criminal investigation officers training at EPJ and officers from the PJ Technical Special Unit. The pre-pilot aimed at  
1) Evaluate the game‟s usability, user‟s experience and other functional aspects of the game (pre-evaluation, 
AVATAR interaction, game feasibility and post-game evaluation); 
2) Testing the understanding of instructions and questionnaires items;  
3) Verifying the login to INESC Online for the TTS asset and the communication links at EPJ; 
4) Detecting and fixing minor bugs and correcting text typos in the instructions, game dialogues and questionnaires. 
5) Getting expert user‟s feedback and suggestions on how to best improve the game and the user‟s experience.  
As for the pilot, it involved 16 senior police officers (aged 37-55 yrs, mean age 45,5;  43,8% male and 56,2% female); from 
Lisbon Criminal Investigation Department, recruited from two special Units: Sexual Crime Investigation Unit and Homicide 
Investigation Unit.  Compared to the implementation plan described in D5.1 (due to October 2016) some modifications 
have been made in design, schedule and evaluation instruments. Some of these modifications have been agreed upon 
with the collaboration INESC expertise team. The final implementation details are reported in the following subsections: 
Design, methodology and instruments, Implementation details and Participants. We organized the content in tables to 
facilitate the comparison between planned and implemented details and highlight the distilled indications for the next pilot.  
It follows a discussion of the results of the pilot study (including the pre-pilot), addressing on four evaluation variables: 
1) Usability 
2) User experience:  
3) Learning and Transferability 
4) Pedagogical costs and benefits for training providers 
Design, methodology, evaluation objectives and instruments 
 
METHODOLOGY 
PLANNED IMPLEMENTED 
The design of the game includes several different levels with an 
increasing level of difficulty regarding the training of communicational 
competencies and two different scenarios (victims and offenders). The 
specifications for the development of the game have been worked upon 
with the game developers from GAMEWARE. 
In this context a set of questions and answers within a scope of gradation 
was prepared in order to help creating a gaming simulation tool for 
criminal interrogation. 
Partly implemented. Up to now the game 
was designed for the basic training level 
and the test was prepared for the 
offender‟s scenario. 
Design and instruments 
The game “Interview Skills for Police Officers” (ISPO) represents an 
innovative tool to improve good practices in police work, as it takes into 
consideration the set of police competencies in the application of 
technical procedures as victims‟ interviews and offenders‟ interrogation 
contexts (e.g. Masip & Garrido, 2004):  
 Social Skills (ability to resolve social problems) 
 Emotional Control (calm, patient)  
 Flexibility, mental agility, imagination  
 Law knowledge  
 Effective verbal communication   
 Persuasion  
 Ability to listen  
 Interrogation planning  
 Organizational commitment  
 Team Work 
The game can be used in two different contexts bearing in mind the 
training of police officers. In a first phase, when the intern police student 
makes the first level of training to be integrated into the police as a 
professional. In a second phase, requiring a greater level of 
specialization, when the police officer integrates a criminal investigation 
brigade related with violent crimes (e.g. sexual offenses) and before 
The game was prepared according to the 
recommended police interview skills as 
applicable to the available scenario 
(offender‟s interrogation), based on the 
PEACE Technique and the 
communicational skills adequate for police 
officers as already described. 
Pre-Pilot 
Before starting the experiment, we gave 
the participants an Information Letter to 
inform them about the experiment 
procedure. The Interaction with the game 
took between 50 to 60 minutes. At the end 
of interaction, participants filled out 
Questionnaires and Interview form 
Pilot 
The evaluation process shown in Figure 1 
included: 
 1
st
 step – Filling in two pre-test 
questionnaires. 
 2
nd
 step – training session about the 
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attending the CSBP (VIOLENT AND SEXUAL OFFENCES- BEST 
PRACTICE IN POLICE WORK) program training. With the ISPO the 
police officer can acquire the basic communication skills needed for 
interview and interrogation techniques. 
The game shows a simulated Interview/interrogation and takes place in a 
real-time schedule, i.e. over a 30 to 45-minute period, similar to a real 
interview. 
The game can be used in two different scenarios:  
A. A less complex scenario (level 0 of complexity) related with “how to 
collect information from an eyewitness”. An eyewitness is a person who 
witnessed a crime and who by request of the police describes what he 
saw. In this context the police must use a set of communication skills 
important to facilitate the witness to describe what s(he) saw. These 
communication skills are:  
 Active Listening 
 Availability to Listen Understanding  
 Being worthy of respect  
 Non-threatening approach  
 Empathy – working with emotions 
 Take the feelings you heard or felt and give them back to the 
suspect 
 Develop several mental emotion images  
 Relationship – Paraphrase 
 Repeat what was said  
 Reformulate the words that you heard. 
  Relationship 
 Understand the essence of what has been said and reformulate. 
 Use open questions. 
 Summarize: Reflect on the main ideas of the speech  
 Silence management: Let the subject reflect about what was said 
correctly and reinforce it. 
 Encourage: While the victim or the interrogated person speaks 
show attention and agreement, verbally or non-verbally. 
 
B. A more complex training context with two different scenarios: a) 
Victims of violent crimes such as rape and violent assault; b) Offenders or 
suspects who may have committed a violent crime. Information from 
victims/offenders can be obtained using difficulty levels defined by the 
game. The difficulty levels are related to the use of more complex 
communication skills and strategies related with the techniques used for 
interview victims and interrogate offenders. The game ends if the 
interviewer uses inadequate communication skills. The police officer 
needs to repeat the game until he/she is able to use the correct 
communication skills. 
At this more complex training context, the game provides conditions for 
the police officers to practice the:  
1. Cognitive Interview (CI) (technique for gathering information from 
victims of violent crimes). This technique raises recovery of correct 
information in about 35 to 45%. Can be used with cooperating adults 
and children and takes into account the communication style of the 
interviewer/police officer, victim‟s age and characteristics; 
type/context of the crime. 
The most important communicational skills are: 
- Empathy 
- Anxiety reduction (Information about the context) 
- Active listening 
- Open Questions  
- Examine verbal and nonverbal behaviour 
- Interviewer is a guide in the communication process. 
2. PEACE (interrogation technique use for gathering information from 
offenders). Create an environment of honesty, using clear points, 
persistence and patience, keep the interview in a problem-solution 
framework and work with the present as well as the future.  
The most important communication skills are: 
-Active listening 
- Empathy 
PEACE interrogation/ interview 
technique; duration 2 hrs.; it was 
addressed to all the participants in the 
Pilot. 
 3
rd
 step – the participants were 
separated in two groups; one group 
played the game during 1 hour and the 
other group performed a role-play 
interrogation scenario during 1 hour. 
Both groups used the PEACE 
technique. 
 4
th
 step – Filling in the two post-tests 
questionnaires 
 5
th
 step – After the simulation role-play 
and the post-test questionnaire, the 
group (control group) was asked to 
play the game and fill in the post test 
about the gaming experience.  
Pre-Pilot 
Quantitative instruments 
 Usability – Usability subscale of the 
GUESS (Game User Experience 
Satisfaction Score) 
 Enjoyment – Enjoyment subscale of 
GUESS 
 Usefulness – Usefulness subscale of 
IMI (Intrinsic Motivation Inventory) 
 Flow – FSS (Flow Short Scale) 
Qualitative instruments 
Interviews with open ended questions. 
 Usability (Schrepp et al., 2014) 
 Enjoyment (UsersThink – Turner, 
2016) 
 Usefulness (Turner, 2016) 
 Flow (Nakamura & Csikszentmihalyi, 
2002) 
Pilot 
Confirmed use of PICI. 
Additional instruments: 
 General subjective learning 
effectiveness – Perceived Competence 
Subscale of the Intrinsic Motivation 
Inventory questionnaire. 
The ISPO evaluation questionnaire for Pilot 
1 in Pre-Test and Post-test version – 
GPS/EPJ 2017 based on cognitive 
interview technique, PEACE interrogation 
technique and gaming experience 
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- Establish a rapport 
- Influence 
- To promote a behaviour change 
The police officer collects effective information about the crime, using 
appropriate communication techniques. The game ends if the police 
officer uses inadequate communication skills. 
The instrument used is based on the Police Interview Competency 
Inventory (PICI - De Fruyt, Bockstaele, Taris &Van Hiel 2006). 
Data Collected 
 Data was collected from two testing 
experiments based on the Pre-Pilot and 
Pilot evaluation framework. 
Indications for next pilot 
 In the next pilot, we intend to maintain approximately the same evaluation process shown in Flow chart 1. As agreed 
we are committed to broaden the number of participants in the testing, as previously mentioned (n=180).  Nevertheless 
the exact number is dependent on the conclusion of recruitment processes that are already in their final phases.  
The main change that we focus is related with the application of the pilot to be integrated into the initial training curricula 
of the subject of “Criminology”,   
 
Flow chart 1: Evaluation process and instruments used in the First Pilot Session 
Implementation details 
 
RECRUITMENT MODALITY 
PLANNED IMPLEMENTED 
How 
For the first experiment we will recruit criminal 
investigation senior officers working with 
violent crime. We estimate about 50 officers 
from different brigades. 
Due to the delay in the delivery and the commitments for the second 
semester at the EPJ we organised a pre-pilot with 10 participants in 
September and the Pilot was planned and executed in October with 
16 participants. 
Who 
The whole pilot will be coordinated by EPJ – 
Psychological and Selection Department who 
is also responsible for the measurements. 
Confirmed 
Temporal aspects 
The recruitment will be concluded until the end 
of March 2017. 
Motivation of changes: 
The recruitment for the first pilot dates to October 2017. The pre pilot 
was held in September after the reception of the reviewed game 
version. 
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Indications for next pilot 
The Judiciary Police is developing a recruitment process for new police officers for 120 vacancies and another 
recruitment process for chief inspectors 80 posts. We intend to use the 2
nd
 pilot with these participants. 
 
WHEN 
PLANNED IMPLEMENTED 
Period 
It is our intention to start testing the demo as soon as it 
is available. The game will be tested in advanced 
training courses on violent crime planned to take place 
in April-June period. The experiment will be conducted 
during the first semester of the 2016-2017 Academic 
Year. 
The experiment could only be used in the second semester 
2017, being the pre-pilot prepared for September and the 
pilot for October 2017. Due to this postponement, the pilot 
have been tested in October. 
Constraints 
n.a. The rescheduling concentrated the period for testing and 
made the period for the detection of bugs and correction of 
problems very short. 
Indications for next pilot 
Due to the EPJ schedule for 2018 we consider that the validation period for the second pilot has to be extended, being 
its conclusion not early than October/November. 
 
WHERE 
PLANNED IMPLEMENTED 
Location 
The game is going to be used at the Judiciary Police 
School or in the Judiciary Police Departments 
Confirmed 
Physical Spaces 
In training rooms or professional offices in the Judiciary 
Police 
Confirmed. The pre-pilot was tested at the Police Academy 
and the pilot at the Central PJ Lisbon Department. 
Indications for next pilot 
We shall keep to the same working design and preferably the tests will be made at the EPJ during the initial course and 
promotion course. 
 
RESOURCES AND PREREQUISITES 
Planned Implemented 
Human Resources 
The game is going to be operated by the trainers (both virtual and residential) and trainees. Confirmed 
Hardware 
The game will be installed and played on Windows desktop computers. Confirmed 
Software 
The game prototype will be an executable Windows application.    Confirmed 
Security requirements 
The use of the new game by the Judiciary Police implies certification under the scope of the Ministry 
of Justice in accordance to international security procedures (ISO27000/ 27001). 
Confirmed 
Privacy 
The protection of a subject‟s personal data and privacy is ensured in accordance with the 
Portuguese legislation (Law n. 67 of 26-10-1998). The police officer participates voluntarily in the 
study and he is free to withdraw from the study at any time and without any consequences. During 
the pilot experiment evaluation results will be considered anonymous and will be collected and 
processed as indicative information. 
Confirmed 
Indications for next pilot 
None 
 
SUPPORT 
PLANNED IMPLEMENTED 
Technical 
Installation + help desk + technical issues management Confirmed 
Other 
n.a. n.a. 
Indications for next pilot 
The presence of technical staff in EPJ is required to address possible technical issues. 
Participants 
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TARGET AUDIENCE 
PLANNED IMPLEMENTED 
Characteristics 
 Criminal investigation police officers 
integrated in special brigades working 
with violent crimes (homicides and 
sexual crimes departments) with an 
approximate age range of 30 years 
old or more. 
 
Phase 1: Pre-Pilot 
A pre-pilot was drawn up with the participation of 10 police officers, 9 males 
and 1 female from different departments, with heterogeneous ages. This group 
of participants was chosen by the criterion of convenience. This pre-pilot had 
as objective to analyse the general aspects of the game: intelligibility of 
instructions, adequacy between questions-answers, pedagogical and 
motivational aspects. 
Adjustments to the game were made based on the responses presented by 
these 10 participants. 
Phase 2: Pilot 1 
Sixteen police officers participated in the pilot. Eight are part of a sex crimes 
investigation brigade and eight work in a homicide investigation brigade. 
Age: 37-55 yrs (mean age 45,5) 
Gender: 56,2% are male and 43,8 are female. 
Years of experience as a police officer: 8-29 (mean time of professional 
experience 17,9). 
Years of experience in investigating the current crime : 1-27 (mean time of 
professional experience 9,8). 
The group of participants is homogeneous in terms of years of professional 
experience and experience in investigating the current type of crime (sexual 
crimes or homicides). The use of non-parametric statistics shows that there are 
no significant differences between police officers working in sexual crime and 
those working on homicide investigations. It was analysed if the group of 
participants had advanced training in police interview techniques to offenders 
and victims. The results show that 43,8%  of the participants have advanced 
training in police interview techniques and 56,3 % show just a basic training 
common to all police officers  obtained during the initial training course. The 
police group investigating sex crimes reports more advanced training 
experience in interview techniques (71,4%) than homicide police officers 
(28,6%). 
Motivation of changes: 
The date on which the game version for the first pilot was available did not 
allow the recruitment of such a high number of police officers. The next pilot 
should include 180 police officers. It was necessary to adapt the procedure of 
this first pilot that involved the selection of 16 police officers of violent crimes 
department. 
Prerequisites 
In this project it was initially defined that police officers 
should have experience in the investigation of sexual 
crimes, with and without advanced training in interview 
techniques for victims and offenders. 
The pilot 1 involved the participation of 16 police officers with 
experience of investigation in violent crimes (homicides and 
sexual crimes). 
 
Number 
For the first round was foreseen the participation of 50 
police officers. 
Motivation of changes: 
The changes are associated with the adjustment made to the 
pilot 1 based on the period available to conduct the test. 
Subgroups 
In the preparatory phase of the game it 
was pointed out that there would be only 
two subgroups: police officers investigating 
sex crimes with and without advanced 
training in the techniques of interviewing 
offenders and victims. 
It was also defined that the pilot test would 
take place in the context of ongoing 
training courses at the judicial police 
school. 
In the present pilot two subgroups were created: one composed of 8 
police officers (50% investigate sexual crimes and 50% investigate 
homicides) who attended a training on the PEACE technique and then 
experienced the game ISPO; and others also composed of 8 policemen 
(50% investigate sexual crimes and 50% investigate homicides) that after 
attending the same training on the technique PEACE performed a 
roleplaying of an interrogation case to an offender. After the post-test 
questionnaire of this 2
nd
 group, these participants were asked to play the 
game during an hour and also fulfil the questionnaire. 
We foresee the participation of 180 police officers in the second pilot. 
Indications for next pilot 
The objectives for the next pilot involve: 
- Increasing the complexity of the existing scenario, as well as improving the technical qualities of the existing avatar; 
- The development of a new scenario for the game that includes a case of interviewing a victim; 
- The application of the new versions of the game to a large group of police officers working in the area of violent crime 
at the national level. 
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Risk Management 
 
Description of Risk Occurrence 
(yes,no,new
5
) 
Impact 
(low/medium/high) 
Used risk-mitigation measures 
Technical issues and flaws Yes High  Identification of bugs and proposal for 
correction of bugs and problems 
Motivation to take part in the 
Game 
Yes High Explain the usefulness and effectiveness of 
the new communication skills 
Fragmentation of the learning 
experience due to complex 
structure of the prototype 
Yes High Creating friendly environment and 
explanation of the project plan and the 
expected continuum of following steps 
The modules are not available 
in time 
Yes High Provide GAMEWARE with detailed 
information on the bugs and problems and 
give suggestions to improvement  
 
 
  
                                                 
5
 Add new if the risk was not included in the Risk table in D5.1 
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8. USE CASE  6 – JOB SEARCH SKILLS 
Introduction 
Job Quest is the name of the game developed by BIPMEDIA for Randstad. This first pilot is mainly focused on testing 
acceptance of the game by the candidates, their interest and hopefully with interesting results in terms of knowledge 
acquisition. 
- Several assets had been integrated. 
- Others will be integrated to start the final pilot with a definitive version of the game 
- A pre-test was undertaken before the execution of the pilot experiment within Randstad. This pre-test was aimed 
at: 
o Test the technical aspects of the game : compatibility, sound, animation… 
o monitoring some temporal aspects (duration of tutorial, game and post-game evaluation); 
o fixing minor bugs and  correcting text typos in the instructions, game dialogues, questionnaires. 
- The pilot involved 17 candidates 
- The team from TUGRAZ is our validating responsible  
 
The final implementation details are reported in the following subsections: Design, methodology and instruments,  
Implementation details and Participants. We organized the content in tables to facilitate the comparison between planned 
and implemented details and highlight the distilled indications for the next pilot.  
It follows a discussion of the results of the pilot study, addressing on four evaluation variables: 
1) Usability 
2) User experience:  
3) Learning and Transferability 
4) Costs and benefits for training providers 
 
Other elements to clarify how the experiment has been conducted are presented in the following list 
 4 branches selected for the pilot : specialized in business recruitment, which is the target of the game 
 4 different places to balance the workload, and to be sure that people will be involved, by the fact that they are in 
a kind of competition between them : information about the first test realized, the second… Messages are sent to 
all of them. 
 In each branch, 2 / 3 people are involved in the pilot. Olivier Lepoivre, as responsible of the project for Randstad, 
visited each branch to explain the purpose of the project, demonstrated the game in real life, and explained how 
to measure and evaluate the gamers feeling. 
 Dedicated PC had been installed in each branch, with windows 10, which was not expected before the first tests. 
 1 questionnaire is available before the gamer plays the game. Intended for knowing if the candidate already had 
passed a job interview, and the level of confidence he has with himself, his level of knowledge concerning job 
search methods, groundwork for interviews… 
 1 Questionnaire is available after the gamer played the game, to let him/her measure the interest of the game, its 
facility to use, to understand what (s)he has to do and to know if (s)he learned key points threw the game. 
 We voluntary limit the number of questions due to internal processes : 10 questions maximum per survey. 
 To avoid multiple pages, the questionnaires are presented in the D8.3 report 
 
 
Design, methodology, evaluation objectives and instruments 
 
METHODOLOGY 
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PLANNED IMPLEMENTED 
 
The evaluation process, includes the following steps: 
Pre-game questionnaire  
Participants are asked to answer the same questionnaire before and 
after the game.  
The goal is to have a measurement of the learning received during 
the game as a result of comparing what the candidate knew  
before in a pre-test and after the game experience in a post-test.  
 
 
 Pilot 2 
 
Design and instruments 
Questionnaires integrated within the game, after each sub division of the 
game. 
Questionnaires available before and after 
playing the game, through a Google Form 
model 
Data Collected 
Name / first name Cancelled: to be closer to the GDPR 
dispositions 
Indications for next pilot 
Look and feel will be improved 
Missing assets will be integrated 
Internal questionnaires will be integrated 
 
Implementation details 
 
RECRUITMENT MODALITY 
PLANNED IMPLEMENTED 
How 
Real candidates who applied for a job, 
contacted by Randstad consultants 
No changes 
Who 
Randstad candidates No changes 
Temporal aspects 
From June to September 2017 October and November 2017, due to delays  
Indications for next pilot 
Envisage to extend the number of branches involved 
 
WHEN 
PLANNED IMPLEMENTED 
Period 
Half a day for each team, Summer time 2017 2 hours was enough, but due to some delays, we postponed 
the start of the pilot to October 2017 
Constraints 
None Windows 10 is necessary 
Indications for next pilot 
 Installation of new PC in each branch selected for the pilot 
 
WHERE 
PLANNED IMPLEMENTED 
Location 
2 Branches in or around Paris 4 Branches , in Paris, Lille, Nantes and Bordeaux 
Physical Spaces 
Desk dedicated  for testing people No changes 
Indications for next pilot 
4 branches minimum ; more if needed by the difficulty (or not) having convinced candidates to play the game 
 
RESOURCES AND PREREQUISITES 
PLANNED IMPLEMENTED 
Human Resources 
2 / 3 people per branch No changes 
Hardware 
Standard PC PC equipped with windows 10 ; with windows 7, there is 
no sound 
Software 
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Standard Windows installation with prerequisites for game 
execution 
No changes 
Security requirements 
No special requirements other than standard Randstad 
security policies for workstations. 
Dedicated account had been created, to authorize .exe to 
be launched. Data also are separated from the other 
personal data. 
Privacy 
 Name / first name Removed, to be in compliance with GDPR. We created a 
document, signed by the candidate, which authorize 
Randstad to store the CV for a 15 days duration (storage 
by BIP Media) and ask to the candidate not to disclose 
information about the game. Cfr. The appendix  
Indications for next pilot 
No specific indications respect to this pilots other than the previously mentioned. 
 
SUPPORT 
PLANNED IMPLEMENTED 
Technical 
No specific support from the IT department No changes 
Other 
n.a. No changes 
Indications for next pilot 
Still keeping a view on the support needed by consultants. 
Participants 
 
TARGET AUDIENCE 
PLANNED IMPLEMENTED 
Characteristics 
Randstad Candidates, any age, any sex, any experience, but business 
oriented 
No change 
Prerequisites 
 none No change 
Number 
30 / 40 17 ; holidays in between ; look and feel not very friendly. 
Lack of motivation to present the game to candidates 
Subgroups 
None none 
Indications for next pilot 
The look&feel of the game will be improved. 
 
Risk Management 
 
Description of Risk Occurrence 
(yes,no,new
6
) 
Impact 
(low/medium/high) 
Used risk-mitigation measures 
Bandwidth availability No High It will be controlled in advance 
Computer pre-requisites will 
not be sufficient 
Yes High PC will be tested respect to a windows 10 
version compatible with the game 
Support: who do what? Delay 
to fix the bugs 
No High A list of persons and responsibilities will be 
available before the game experiment  
Number of candidates tested 
not sufficient 
new medium Better quality of the game will help to 
involve people from the field 
 
                                                 
6
 Add new if the risk was not included in the Risk table in D5.1 
